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on 2, passwords are issued at 
fon that enable you to go directly to 
ave turned off your Super NES. 


Here are some general guidelines. 


= You must destroy all targets that appear 
complete a mission (except for the © 
which have no targets). 

= You have a limited amount of time and fuel to e€ 
each mission. 

= @uccessful missions earn bonus points and, starting With 
Missiong, passwords that let you skip previously- 
completed missions the next time you play. 

= Hits by enemy fire depl@te your fuel supply quickly 
(much faster than fing d 

= Crashes caused by poo) 
out of fuel deplete your ft 

= The game ends when yq 
result. 3 


Now let’s see some excellent flying 


GETTING STARTED 
1. Place the STEEL TALONS™ Ga 
and turn on the unit. The title screen’ 


2. Press START (or any other buttom 
continue to the OPTIONS screen. If 
don’t press a button within a few seconds\q 
the game goes into “attract mode,” @hich § 
shows, in sequence, the game’s story line, 
a list of the “Top Sticks” (high scores), and a 
flight demo. To exit attract mode, press 
START (or any other button). 


3. Next, the OPTIONS screen appears, which includes a graphic of 
your chopper with call-ou@ of some of its specifications. Use Left 
and Right on the Control Pad to highlight NO or YES for the 2- 
PLAYER option, ghen press START (or the A Button) when the 


Ps ur choiag 
and select 
PEED-SET option 
i See the 
en for more 


B screen, 
on the 


igh the characters until the correct 
Then press Left or Right on the 
to the next field and repeat the 

ed the 


OPTIONS SCREEN 
The choices on the Options screen are explained below. 


2-PLAYER Choose between a one-player or a yo-player game. 
two-player game, Player 1 (Controller 1) is the 
(Controller 2) is the gunner. 


SPEED-SET If you select YES, thro 
This means that your airspeed is@ 
the Control Pad, much like taki 
with cruise control set. TO 
Down on the Control Pad as 


REAL-MODE When you select YES, real 
into effect. This means that the heading, 


takes care of gun 
below. 


CONTROLLER 1 (PILOT) 
Increase speed 
Decrease speed 
Turn left 


cannons 


per left 


pper right 
iew either insid 


Refuels Remaining 


Missiles Remaining 


Radar 


Know your instrument panel! If you don’t pay attention tog 
waste lots of time and fuel flying around ingircles. Doni 
object of the game is to locate and destroyEnemy t 
because you have to conserve fuel and beat the lo 
complete a mission successfully. An explanation | 
everything on your instrument panel, as well as other Sij 
indicators that appear in the 3D view. 


MAP. 
Your location in the three-dimensional world is displayed on the 
map located in the center of the coek@t. The arrow is your 
helicopter’s position, and the directionjt row points shows your 
direction of travel. Enemy targets appdall ‘dots on the map. 
When an enemy target is within firing § k 
it, the map view changes to a closeup, 


RADAR 

Close up radar is located on th@ght 
within the “V’-shaped lines represent 
and within range of gour weapons| 
indicator above the word “RADAR” wi 
wi! be audi@e when an enemy target i 


LOCK-ON 
When you're close enough to fire at an e' 
on” indicator with crosshairs surrounds th® 
tone sounds continuously as long as the targ 
Fire missiles only when locked-on or you'll wa’ 
(cannons, by contrast, have unlimited ammo). 


COMPASS i 
Your heading is indicated at the top of the screen with the letters 
“N,” “S," “E,” and “W” to represent north, south, east, and west. 
The numbers in this display represent the degrees on a compass for 
northeast (45 degrees), southeast (135 degrees), southwest (225 
degrees), and northwest (315 degrees). 


HORIZON 
This indicator, loc 
panel, tells you 
turning (crosshi 
turning), flying 
down). r 


e top, left-hand side of the instrument 
u're flying level (crosshair centered), 
Mt or the right in the direction you are 
up), or flying backward (crosshair 


trument panel, the collision 
rash into something (such as 


1@ time voubave used up 


our current score is shown 


iter tells you how many refuels remain, and the 

ath the counter shows you how much fuel is left 
refuel. The counter decrements every time 

y Whenever you're hit by enemy fire or crash, 
rse, you also use up fuel just by flying around. 


6u have an unlimited supply of cannon ammunition, but you have 
Mimited supply of missiles, and the number of missiles you have left 
is shown on the missile counter, 


@ . e 
ENEMY 


The enemy warning indic®r (above the radar screen) lights up as c 
an enemy target moves within weapon range. 


AIRSPEED 
Obviously, the airspeed gauge tells you how fast yo 
moving. e 


ALTITUDE 
Pay occasional attention to the altimeter (which shows your altit 
avoid expected collisions with the ground. You need to watch 
more carefully if you have REAL MODE set to “ON.” 


TURN ke 
If angnemy fires at you while outside 4 
arrow with the word “TURN” on it ap} 
you in the direction of the enemy so thd 
blasts all of your fuel away! 


ENEMIES 


You'll encounter a wide variety of enem 
ground and in the air. You'll save yo) 
destroy jet@ircraft while they are still 
missions, the fighters don’t take off right 4 
quickly enough, you can take them ou! 
runway. Also, r@gember that you alw! 
destroy than you have missiles to destroy tl 
your cannons to knock out some of the targa 
use the cannons to destroy@argets that don’t 
fuel storage tanks, and storage buildings. |®¥fal 
longer to take out a target with the Cannons thi 
missiles. You could lose a lot of fuel if you have tow 
to destroy firing enemies such as tanks, armoured o' 
anti-aircraft embankments, jet aircraft, or attack choppers. 


enemy URIEFINGS 

ietemtermtotaon i+ missions in the game: Ones[RAINING 
Mission MBAT missions, and one EXPERT missions our goal 
i eaehmissionmisto destroy every target on the map withimthe time 
limitpresenibed, except for the Training Mission, Combat Mission 3, 
and) GombawMission 8, which require flying precision rather than 
target destruction. A brief description of each mission follows. 
NOTE: Ifyou have REAL MODE turned on, you get one additional, 
minute to complete a mission than th@time indicated injthe) 
following mission briefs, as well asone additional refuele Im addition, 


you'll get (Wieeras many points for targetdestuetionmanclmissionn) 
bonuses, 


CONDITIONS Clouds. 
TERRAIN Desert 
CEILING 390 Feet 
OBJECTIVE Destroy all ground rs) 
and air targets 


4 

CONDITIONS Dusk 

TERRAIN Desert 

CEILING 390 Feet 

OBJECTIVE Destroy all ground 

and air targets 
REFUELS 4 

COMBAT #3 TARGETS 18 

CONDITIONS Clear MISSILES 8 

TERRAIN Desert TIME TO BEAT 3:15 

CEILING 190 Feet 

OBJECTIVE Follow the river 

REFUELS 4 

TARGETS 10) 

MISSILES 8 

TIME TO BEAT 2:00 


4 
15 
8 
TIME TO BEAT 2:45 


CONDITIONS Fog 
Desert 
390 Feet 
OBJECTIVE Destroy jets first: 
before they take off, 
then destroy other 
ground & air targets| 
REFUELS 4 
TARGETS 18 
MISSILES 8 
TIME TO BEAT 3:15 


CONDITIONS Night 
Desert 
390 Feet 
OBJECTIVE Destroy jets first 
before they take 
off, then destroy 


other ground targets| 
REFUELS 4 
TARGETS 15 @ 
MISSILES 8 
TIME TO BEAT 2:45 


COMBAT #9 
Night 
Mountains 
390 Feet 
Destroy jets first 
before they take 
of then destoy 
Night other ground targets} 
River 
390 Feet ie 
Destroy all ground 
and air targets 


4 E 
18 COMBAT #10 


Haze 

Desert 

390 Feet 

Destroy all ground 
and air targets 

4 

18 


COMBAT #8 
Clear 
Desert 
190 Feet 
Follow the river 


fis 
COMBAT #11 
Fog 
Mountains 
390 Feet 
Destroy all ground 
and air targets 
4 
18 


Note: The EXPERT mission! must be completed five times to begome 
a Steel alo ni 


TOP STICK@ 
If your scor@iisiORENRe Opel OMnennyoureame is over, Were 
happy for yaluERteMyOUnmaMeronthes Top sticks” high-score 
screen. To Cit@myOUnnaimen press) Ler or 
Right on the GGRiOllmadstonnignlight the 
character you Wallltorenten then press the 
A Button. Rep@abithis eee. until you 
name is complet@them nigaiignt END and 
press the A Buttongy f@erase a character 
and go back a spa@g@y highlight “<” and 


press the A Button. 


Here is how scoring works: @ e e@ 


Seepreere aie 
© FLY THROU RINGS (TRAINING) 100 e 


© TARGETS DESTROYED BY CANNON 250 
BeEARGBTS DESTROYED BY MISSILE 500 
© PASS MISSION 1000 
E MISSION 5000 
er to “ACE” a mission, you must beat the “PASS” time by 15 


‘ou’ ll get twice the number of 
s points indicated above. 
only 100 points whether 


pl, first press Down on 

motion to a halt. 

ate in the opposite 

in one direction. 

ed will keep steering 

e Control Pad. 
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maneuverable for 
T ti k, and it also saves 

e arg fuel. (This techniguel ly helpful both in the 

h races and when attempting to shoot down an airborne jet.) 


5)g0 past a®farget, you can press Down on the Control ad 
E direction of the cappper and bring the tegget back into 
ch a good idea, howe@t, if you’re under heavy 

9 much fuel from enemy hits. 
ly (missiles are far more efficient than the 


machine guns) on 

fuel loss from enef 

© Don’t waste’ yo 

you. Use your can 

than missiles do) to destr 
destroy targets that fire back 
you're hit by enemy fire, you 


COMPLIANCE WITH FCC REGULATIONS 
This equipment generates and uses radio frequency energy and if not 
installed d used zpropelly ‘* is, in @ict accordance with the 
y cause interferenc€ to radio and 
has been type tested and found to complygwith , 
computing device in accordance with the 
of Part 15 of FCC Rules, which are designed 
otection against such interference in a 
is equipment does cause interference to 
which can be determined by turning the 
er is encouraged to try to correct the 
he following measures: 


iespect to the receiver 
the receiver 
ferent outlet so that computer and 


‘onsult the dealer or an experienced 

io/tel ; dditional suggestions. The user may 
find the following booklet ared by the Federal Communications 
Commission helpful: How to Identify and Resolve Radio/TV 
Merference Problems. This booklet is available from the U. S. 
Government Printing Office, Washington, DC 20402. Stock No. 004- 


LEFT FIELD ENTERTAINMENT LIMIT, 
Left Field Entertainment warrants 
Left Field Entertainment softwarep 
on which the Game Pak is recorded 
material and workmanship for ninety ( 
purchase. Defective media returned by t 
ninety (90) day period will be replaced wit 
that the returned media have not been subjected 
or excessive wear. 


~ Return defective me 
dated proof of purchai 
your return address. 
the Game Pak will 
STATEMENTS MAD 
PAK ARE NOT TO 
WARRANTIES. 


Tea of purchase. You mu: 
Y itement describing the de 
I iuges not warral 


THIS WARRANTY 

WHETHER ORAL @ 
IMPLIED WARRAN 

MERCHANTABILITY 
ARE EXCLUDED. 
ENTERTAINMENT 
CONSEQUENTIAL DA\ 
WITH THE GAME PAK. 


Some states do not allowlth 
consequential damages or | c 
warranty lasts, so the above limi Eelusion may not apply, 

you. This warranty gives you spec’ ights, and you may also 
other rights whic vary from state to state. Addre: 
correspondence to: 


é FIELD ENTERTAINMENT 
163 Main St. 


Westport, CT 06880 
203 454-4588 
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